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GETTING SrAHTED 


llw 'European Soccer Challenge' is a game for one or two players. 

1 With your I.ynx system off, iasert the game card as 
desc-ribed in the I.ynx Owner's Manual. 

2 Press ON. The Telegames' and 'European Soccer Challenge' 
opening screens appear.fotlowed by the Game Setup display. 
Press A or D at any time to skip the introductory screens. 

Note; To press a button, press and release the button quickly.To 
hold down a buttua hold the button down for at least one second. 

<X)MLYNX SCREEN 

Shows one or two l.ynxs', if you want to enter more than one team 
into (l»e Cup, or play a 2-Flayer friendly match, you need to connect 
2 niachutes on this screen. 

You can return to this screen at any lime during the game by pressing 
(he 'pause"nnd option I buttons loguUier. 

T'o cxinlinue press button A or H. 

SPECIAI, NOTEI 

Most I.yrrx products contain a standard feature that causes the game 
to turn ilsctfotfif lett unattened aflci S minutes on batteries, and after 
1 hour on die AC power supply. 

Since Soccer has many rounds in the Challenge Cup mode, it was 
decided that this feature could interfere with advanced levels of play 
and it was therefore removed. 
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Please remember, your Lynx will not turn itself oiT if left 
umnattended! 

MAIN MENU SCREEN 

Move the balls with the direction buttons to select the items from 
the menu. Press button A or B to choose an item. 

ENTER PASSWORD 

Allows you to resume a competition from the point where the 
password was given. Use the following method to enter the 
password. 

* Move the cursor around with the direction pad. 

* Holding down button A you can change the 

letter under the cursor. (Left/Right steps throu^ letters 
one at a time, Up/Down steps 8 at a time) 

* Pressing button B clears the character at the cursor. 

* OPTiON-i willuselhepasswordyouhaveentered. If 
you have entered it correctly then you will move onto the 
competition menu, if you have made a mistake then a 
message will appear at the bottom of the screen. 

* OPTION-2 will return you to the Main Menu Screen and ignore 
the password. 

NOTE: Passwords which were displayed when 2 machines were 
linked and more than one team was entered Into the competition 
will be disallowed if only one machine is being used. 
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When a password is correctly entered the options are not restored 
from the previous game so you need to set up the options before 
entering a password. 

OPTIONS SCREEN 

Move cursor up and down to the option you want to change 
and move left or right to change it 

DIFFICULTY 

This affects your level of control over the players' actions during 
the match. 

* Elasy Tackles are made automatically when your player is 

within range of the opponent who has posession. 
Pressing Volley/Header button will only cause your 
player to react, if he can get the ball. 

* Normal The computer will still automatically tackle if you go 

very close, but you can use the tackle button to attempt 
a tackle from further away, and you can succeed in 
gaining posession or kicking the ball away fixim your 
opponent. The Volley/Header button will attempt the 
maneuver however far away the ballis. 

* Hard All tackles need to be made by pressing the button. 
MATCH LENGTH 

Allows you to alter the time taken for each match between 4 minutes 
and 90 minutes. 
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CX5N TROL METHOD 


Allows you to change the function of the buttons during the match. 
You choose which buttons are used for high kicks and low kicks. 
The buttons also have other functions depending on the situation. 

Hi^ Kick Button (Default-Button B) will also do a sliding tackle, if 
your player does not have the ball. 

Low Kick Button (Default-ButtonA) will attempt a tackle if your 
opponent has the ball or will attempt a volley if the ball is free and 
low down. It will attempt a header if the hall is in the air. 

EXIT 

Press button A or D on Exit to return to the main Menu Screen. 

NOTE: When you restart a game by pressing pause and option 
1 together the option will return to their default settings. 

PLAY FRIENDI,y 

Allows you to play a game against a computer controlled team or 
against another player (if you have 2 machines connected). 

You are asked to choose two teams, each team must be from a 
different country. The first team chosen will be the home team. 

To choose each team, first select the country by moving left or right 
with the cursor over the country name near the top of the screen. Then 
press down to move the cursOT over the team name and select the team 
by pressing left and right. Press button A or B to use that team. 


5 



Next you will b« asked to select the fonnation for your team. If there 
are cursors on your screen next to the frHinatjou then your machine 
will control that team. You can change formation by pressing left and 
ri^L If you have linked 2 machines aitd you want your machine to 
control the other team, then you can press option 1 . When you (and 
your opponent on 2 machines) aie happy with your choice then press 
button A or B to start the match. 


PlAY TOURNAMENT 

This will start a new championship. If you have two machines linked 
then you will be able to choose how many teams are to be controlled 
(if you only have one machine then you can enter one team). 

Next you will have to choose the teams which you want to be 
controlled. Each of these teams must be form a different country. 

After selecting the teams ycu will be presented with the conipctiiiun 


COMPETITION MENU 

From here you can examine the current stale of the draw, locJi at the 
password so that you may resume the contest at a later date or play 
your next match in the Cup. 

MEW PASSWORD 

This will show you the password which can be used to letum the stale 
of tlie competition to its current situation. You should enter the 
password exactly as it appears on this screea 


6 



VIEW ROUND 


This shows the matches to be played in the current round of the Cup 
Competition. The match at the top of the screen is the next one to be 
played. Teams which are being controlled will be highlighted. 

In rounds which are played over 2 legs (ie the 1st 3 rounds) the results 
of the first leg will be displayed during the second leg matches. 

You can scroll the list of matches up and down with the direction pad. 
Press button A or B to return to the Competition menu. 

NAMES 

Players names are generated by the computer and do not intend to 
represent actual players or teams. 

PLAY NEXT MATCH 

This starts the next match in which a controlled team is involved. 
You will first be asked to choose your teams formation. 

The player who pressed his button on the Play Next Match option will 
be controlling the team, if both teams in the match are controlled, the 
player who pressed the button will control the home team (the one at 
the top) by either player pressing option 1 during formation selection. 

You can select the formation for the team that you control by moving 
left and right When both players are happy with their formation 
press A or B to start the match. 
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NOTE: If butii playing teams have similar colours, the away 
team usually changes to its away playing strip. 

ARCADE CAME 

Here is a description of how the game is played. See also the 

descriplioas of "Ditliculty" and "Control Method" in the optioas 

screen section. 

• You control the player on your team with arrows under his feel. 

• Ron around using the direction pad. 

• When you have the ball and you want to kick it. hold down 
eillier button A or B (for high or low kick). Ilic player will 
continue running in the same direction while the button is 
pressed, choose the direction you wish to kick with the direction 
pad. ITie longer the button is held down, die more powerful the 
kick will be. Release the button to kick the ball. 

• For a quick powerfull kick you can use a quick "stab" at the 
button. 

• To put curl on a kick, move the pad in the direction that you 
want the ball to curl towards immediately aller you have kicked 
it. So if you had just kicked to the left and held th pad down, 
the ball would curl down the screen. 

■ If your team has a comer, free-kick or throw-in then a cToss-hair 
cursor will appear Move this cursor with the direction pad to 
the point you want the Kick/'I'hrow to aim then press A or H to 
lake the shot. 
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* Ifyour teajii has a penally ihon you control where Utc ball is 
aimed. Imagine you are standing behind (he player taking (lie 
kick, hold (he dircctiiHi pad left, nght or centrally for the 

side of the goal to aim for. If you want to keep the ball low then 
you must also hold the direction pad down. Press the bimon 
(A or B) to take the kick. 

* If your team concedes a penalty, then you control tiie directiiHi 
in which your goalkeeper will dive. Imagine that you arc 
standing behind (he goalkeeper, move the direction pad in the 
direction you wish him to dive. When the ball is struck the 
goalkeciier will make his dive. 

* YOU CAN QUIT THE MATCH A T ANY I'lME BY 
PRESSINCi BO I H OPHON I AND OPTION 2 
TOGETHER, Birr YOU WII.I. lOSE THE MATCH 

* Ihe ganic can be paused and restarted with the pause biiUon. 
Only the person who paused tlie game can restart it. 

THE COMPEl TITON 

You will be taking pait in the European Cup. 32 teams Lake part, one 
from each of 32 European Countries. Ihe competition takes the form 
of a knockout contest. 

The first 3 rounds are played over 2 legs, one home leg for each team. 
At the end of the 2nd leg the winner is decided on the Aggregate 
Score. If this is equal, the winner is decided on which team scored 
the must goals in their away leg. If die teams arc still tied, extra lime 
is played (2- IS minute |>eriods of extra lime). Matches which arc still 
equal after extra time will be decided on a penalty sbootout.each team 
lakes 5 penalties and whoever scores the most is the winner. If after 5 
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penalties each, the score is still equal they continue taking penalties 
until one team scores and (he other misses. 

The semi-finals and fi'ial are played over only 1 leg on neutral 
temlory. If it's a draw after 90 minutes then again extra time and 
penalties will be used. 

SC'REKN DISPLAY 

During tlie Arcade game the following information appears on the 
screen. 

SCORE: Displayed at the top of the screen. The team 

defending the left goal has their score printed 
wj the left. 

AC.XSREC.'VTE: l>uringthe 2nd leg matches, the aggregate 
socre is shown below the match score. 

Spn' PIECE; Near the bottom left hand side of the screen the 
set piece will be shown (ie corner, free kick etc). 

PLAYER N.AME; The name of the player willi the ball is shown 
below the set peice. 

1 1ME. llie time played in the current hall is shown 

in the bottom right of die screen. 

FrNOFDISCX>VERY 

As in the real game dilTerenl stadiuitw. pitches and crowd support can 
create unusual or exceptional action - watch out for wind-assisted 
kicks; ball bouncing off uneven pitch; abundoned game due to 
weather or pitch iletCTiatioa game also may be stopped if too mai]y 
fi'uls are made by any team. 
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DISCLAIMER OF WARRANTY OH TELEGAMES 
LYNX PROGRAMS: All Telegames Lynx programs 
(contained wrthin ftie Media) and relaleo informationai 
materials are distribmed on an ‘as is' basis witliout 
warranty ol any kind. Any statements concerning ttio 
capabilities or utility ol a Lynx program are rvDt to be 
construed as express or irriplieo warranties. The eritire 
nsk as to ttie quality and pertormance of sucfi Lynx 
programs is with tfia purcfiaser. Should a program fait 
to fulfill the individual requirements of Die purcfiaser or 
prove defective following its putcfiase, tfio purchaser 
(arid not ttie manufacturer, distributor, or retailer) 
assumes ttie entire cost of all servicing, damages or 
liabilities wfiicit may result from ttie use of reliance of 
any such Lynx program and/or related Informational 
malenais. 

Tetegames sftall fiave no llabilrty or resporisibilrty to 
the purchaser, or any offier person or entity witti 
respect to any loss or damage caused or alleged to be 
caused directly or indirectly by aiw game or computer 
program (on any media) sold by Tel^ames or osiers. 
This includes, but is nol limrtecj to, any Intorrupticin of 
service loss of business, loss of Information or tfiat 
whicfi Is reixJered inaccurate, or loss of antiapated 
profits or ANY OTHER CONSEQUENTIAL OR 
INCIDENTAL DAMAGES RESULTING FROM THE 
PURCHASE, USE on OPERATION OF TELEGAMES 
LYNX PROGRAMS. 

Every effort has been made to ensure that the 
Telegames product manual and promotional materials 
accurately oocument ttie product However, because 
of on going improvements and updating of Telegames 
products. Telegames carinot guarantee the accuracy 
of pnnied maienal after the data of publication and 
d'sdaims liability for ctianges. eirors or omissions 
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TCLEGAMES’ 

I IMiTfcO 90-DAY WARRANTY 
LYNX ’* VIDEO GAME CARD 


LtMlIED 90DAY WARRANTY: TELEGAMES, 

INCORPORATED ('Telegafnes'] wafrants to the 
original consumer purchaser that this Atari Lynx Video 
Game Card CMedia') is free from any defects in 
materials and workmanship for a penod of ninety (90) 
days from date of purchase. H any defect covered by 
this warranty is discovered within that 90-day period, 
the unit should be returned to the place of purchase 
along with original proof-of-purchase. The place of 
puicnase will either repair or replace the dete<^ve unit 
at their option. 

Warranty service can only be carried out if proof-of- 
purchase is received witti the product by Telegames 
during the ninety (90) day warranty period and the 
prodiK.i has been carefully packaged by you to avoid 
transit damage. 

This warranty does not cover damage or malfunctions 
resulting from improper handling, accident, misuse, 
abuse, tailuie of electrical power, use wrth other 
products not manirtactured or approved by Atari for 
use with the Lynx Video Game System, damage while 
in transit for repairs, repairs attempted by any 
unauthorized person or agency, or any ottier reason 
not due to defects in malenals or vioikmanship. 
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Telegames shall have no obligation to enhance or 
update ANY UNIT once manufactured. 

WARRANTY LIMrTATIONS; ANY APPLICABLE 
IMPLIED WARRANTIES, INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS, ARE HEREBY 
LIMITED TO NINETY DAYS FROM THE DATE OF 
PURCHASE^AND CONSEQUENTIAL OR INCIDENTAL 
DAMAGES Resulting from a breach of any 

APPLICABLE EXPRESS OR IMPLIED WARRANTIES 
ARE HEREBY EXCLUDED. 

Since some stales do nol allow limitations on how long 
an Implied warranty lasts or do not allow the 
exclusions or limitations of incidental or consequential 
damages, the above limrtaOons or exclusions may not 
apply to you. This warranty gives you very speoflc 
l^al righfe and you may also nave other rights which 
vary from state to state. 

If your retailer Is unable to provide the warranty repair 
service you reouire, you may contact Telegames, 
Incorporated as follows 

TELEGAMES CUSTOMER RELATIONS 
POST OFFICE BOX 901 
LANCASTER, TX 75146,U.SA. 

OR 

TELEGAMES CUSTOMER RELATIONS 
KILBY BRIDGE, WIGSTON 
LEICESTER, LE18 3TE, ENGLAND 
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FOR INFORMATION ON 
OTHER TEI.EGAMES 
PRODUCTS, FOLLOW THESE 
EASY STEPS: 

1 . Complete (he intormation on this certificate, 
and 

2. Mail It to: 

TELEGAMES CUSTOMER SERVICE 
BOX 901 LANCASTER, TX 75146 U S.A. 
OR 

TELEGAMES CUSTOMER SERVICE 
KILBY BRIDGE, WIGSTON 
LEICESTER. LE18 3TE. ENGLAND 


Name. _ 
Address. 

City 

State —Zip 

Telephone ( ) 

Country . _ . 
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